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Symbol 2 .bmp 



Symbol 20, bmp 



symbol 3 .bmp 



symbol 4 .bmp 



symbol 5. bnp 
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■X: Select Lines? 



1to9 




Yes 



Spin TeTie Limit 



r 



Pay Table 



Check for Line 
Pays 



Check for Jail 
Pays 



7 





With 1 Bositing With 2 Exisfting With 3 Exisiting With 4 Exisfting 

Jal Symbol, JaP Symbols, ,Jafl Symbols, ^ Jafl Symbols, 

Create New Jail Create New Jail Create New Jafl Create New Jan 

25% of time 6% of time 3% of time 1.5% of time 



PLACE JAIL 
Randomly 

select location 

for JaU symbol 
on slot reel 
WITHOUT 

any other Jal 



/ Dtsp 



Display New 
-W Jafl Symbol on 
\ Slot Reel 
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Wfth2Ja0s v 




3 Criminals = .1% S 



Wfth4Jaas, 
Capture Criminals): 

1 Criminal = 5.9% 

2 Criminate c .8% 

3 Criminate s J2% 

4 Criminab = .08% 



I Capture Criminals): 
a 3 1 Criminal c 7% 
* ? 2 Criminab = 1.4% 
\ 8 3Criminate = .3% ) 
! | 4Criminate = .12% f 
5 Criminate c .05% H 



/ 1 or More 

No / Criminate 

/ Caught in 
/ JaT? 



? Multiplier Displayed 
\ on Jail 



Total Wager 



Yes 

.1 . /- ^ 



TALLY 



/b2 



i REMOVE "USED" 
5 JAILS FROM 
* SLOTREELS 
i (Forthe next spin.) 



ADJUST JAIL 
MULT1PUERS 



I 
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RETURN TO 
PLACE NEW JAIL 



/ Display JaD Bars \ 
Closing Over Criminal I 
\ Symbols < 




Display Value of 
| Criminal (la Total 1 



a Bet X Jail Multiplier) 



For the next spin, 
erase "used" Jails 

and captured 
Criminal symbols. 



/ Assign multipliers to 
• remaining Jails with 
. total value adding up 
to ten (10). 
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SHERIFF BONUS SCREEN 
Displays the main screen without 

the slot reel strips 
(LeJaD House street scene with 2 
barrels). 



M Displa 



Display bonus screen 



£3 



m 



■ Random Number Generator 
1st Bad Guy.100% Sheriff Win 
2nd Bad Guy: 60% Sheriff Win 
3rd Bad Guy: 16% Sheriff Wm 

(Up to 3 Wins then go to TALLY.) 




Display Sheriff and 
Bad Guy #1 emerging 
from reels 



WHO 
WINS? 

Sheriff or 
Bad Guy 



(Hi 



CO 
lu 



f Display Bad Guy 
-f Losing and Sheriff 
VWirming Sequences 





BAD GUY WINS 



BadGuyPaytabte: 
1st Bad Guy = 2X Total Bet 
2nd Bad Guy = 4X Total Bet 
3rd bad Guy - 6X Total Bet 



TALLY 



RETURN TO 
SALOON 
SECOND 
SCREEN BONUS 



tip 



l<}o 



Display Sheriff 
Losing and Bad 
Winning Sequences 




Display 
Number of Bad 
Guys Defeated & 
Total Value 
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SALOON BONUS SCREEN 

Displays the Satoon Bonus screen 
(La Bartender and various objects 
around bar scene). 



2 




Display bonus screen 



BULLETS 
Player starts with 4 
buDets to shoot 
reduces by 1 for 
each object "hft." 



a 

ess 

in 

w 
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Saloon Object 
Paytabte 



V sera 
onef 



Display bullets on 
screen; reduce by 
one for each object 
"ML" 



SHOOT 
Player select 1 of 
10 objects to shoot 



Display "Shot" 
version of object and 

show bartender 
.ducking behind bar. 



Yes 



Are there 
any more 
bullets? 



TALLY 



RETURN TO 
SET WAGER 
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Display 
Total Value of 
Objects Shot 



) 



Fib. 



